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^2 (57) Abstraet: An online gaming system (100) operative in a client-server environment is provided in which users (210, 210') are 
provided comprehensive tools and fbnctionalities for creating and managing online gaming leagues in which a group of member 
users can play the online games with and against one aiK>th^ in a scheduled and organized fashion. Moreover, said online gaming 
system enables users to create tournaments in which member users compete against one another in various tournament schemes, and 

^ records game results so as to rank and rate players relative to one anothm: 
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METHOD AND SYSTEM FOR PROVIDING ACCESS TO AND 
ADMINISTERING ONIJNE G AMTMG T.PACTTFS A ND TOURNAMENTS 

CROSS-REFERENCE TO RELATED APPLICATIONS 
[001] This application claims priority to co-pending U.S. Provisional Application 
Serial No. 60/370,928, filed April 4, 2002, the entire disclosure of which is incorporated 
herein by reference. 

FEBI D OT^ THE INVENTION 
[002] The present invention is directed to networked gaming and, more 
particularly, to providing a method and system for administering tournament and league 
play as part of integral to such network gaming. 

BACKGROUND OF THE INVENTION 
[003] Present systems providing access to online gaming environments &il to 
provide comprehensive tools for creating and maintaining public and private leagues and 
creating and administering tournaments. Thus, present systems and methods do not 
permit users to create leagues in which the users (i.e., the members of die league) are in 
control over management, memberdiip, and direction of die league. Moreover, present 
system and mediods do not ensble users to create customized tournaments or permit users 
to attain desirable ratings or rankings based on game play. 

SUMMARY OF THE INVENTION 
[004] The exemplary embodimmts of the invention described herein are 
generally related to online gaming. The term ""online gaming" refers to games such as 
thess, checkers, poker, blackjack, and the like that can be played via a communications • 
network such as the Internet. It should be understood diat while the exeinplary 
embodiments described herein are discussed in relation generally to the Internet, computer 
games accessible to user via any communications network now known or hereU>fore 
developed is within the scope of the present invention. 
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[005] By way of example only, the Yahoo! Games section of the Yahoo! Web 
site provides users with access to a multitude of gaming choices, including but not limited 
to card games (e.g., poker), arcade style g^mes (e.g., electronic pool), board and tile games 
(e.g., chess, checkers, or backgammon), word games (e.g.. crosswords), and coundess 
5 others. Users can access and play the games on any computer having access to the 
Internet via a modem or broadband connection, 

[006] The method and system of the present invention in an exemplary 
embodiment permits users to create and manage leagues in which a group of member 
users can play the online games with and against one anodier in a scheduled and organized 

10 fashion. Moreover, a further feature of said exemplary embodiment enables the league 
administrator (e.g., the user that created the league or a user designated by league 
members) to create a tournament in which member users compete against one anodier in 
various tournament schemes. For instance, a single elimination checkers tournament can 
be created with the winner being awarded a prize. The prize may simply be an image of a 

15 trophy in the user's profile, or may be any odier form of prize either in tangible or 
intangible form, as a matter of design choice. 

[007] In an exemplary embodiment, the method and system of the present 
invention operates in a server-cUent environment across a public co mmunic ations 
network, sudi as the Internet. The server side of the sarver-client environment preferably 

20 comprises a web server for providing access to web pages fo rming tiie graphical user 

inter&ce of the online garoing system. Throug^h the web server, the user interacts with 
various components of the online gaming system, including but not limited to choosing 
games to play, creating and managing leagues and tournaments, and interacting with other 
users of the online gaining system. The server side of the server-client environment also 

25 pref^cably comprises a ganie room server for providing the graphical user inter&ce 

("GUI'O and functionality that controls the online games. Further, the s^er side of the 
server-cHent environment pr^rably compi;^es a league administration server for 
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providing the functionality enabling users to create and manage leagues and tournaments, 
and a league database for storing user, league and tournament infbnnation, such as for 
example user ratings, league standings, and tournament results. 

[008] In an altemate exemplary embodiment, the server side of the client-server 
environment further comprises a ratings server that tracks users' usage of the online 
gaming system and rates users according to several categories, including but not limited to 
win/loss ratio, subjective ratings of fellow useis, timeliness, and the like. 

[009] The client-side preferably comprises a computing device with coimectivity 
to the Internet or other communications network. In an exemplary embodiruent, the 
online gaming system pushes a game client to the user's computing device via the network 
to provide the functionality to play the sdected online games. In general, the game client 
is an application comprising at least part of the programming, graphical images, sounds, 
and other components necessary for an online game to operate. In an exemplary 
embodiment, the game client is a rdatively small file and the majority of the game 
processing is performed by the game server of the online gaming system to decrease the 
time needed to download the game clirat. However, peisons of skill wiH recognize that 
the game client can be a file of any size comprising as little or as much of the 
programining, graphical images, sounds, and other con^onents necessary to provide the 
user inter&ce and functionality of the online game. 

[0010] Through the game server, two or more useis, depending on the particular 
game being played, can play the selected game against one another in "real-time". As 
used herein, the term "real-time" generally refers to actions or events that occur almost 
instantaneously or without appreciable delay. In otiier words, for example, if user 1 
moves a chess piece on her computing device, user 2 sees an updated chessboard almost 
immediately. How dose the gaming environment actually comes to achieving "real- 
time" depends mostly on the speed of the users' respective computfa^ devices, the speed 
of the netwoik connection and modem, the amoimt of traffic load on the online gaming 
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system and other variables known to cause delay in the transmission of data via the 
Internet or other networks. 

[0011] Other objects and features of die present invention wiU become apparent 
from the following detailed description, considered in conjunction with the accompanying 
system schematics and flow diagrams. It is understood, however, that the drawings, which 
are not to scale, are designed solely for the purpose of illustration and not as a definition of 
the limits of the invention, for which reference should be made to die attended claims. 

BRIEF DESCRIPTION OF THE DRAWINGS 
[0012] In the drawing figures, which are merely illustrative, and wherein like 

reference numerals depict like elements throughout die several views: 

[0013] FIG. 1 is a schematic diagram of an overview of an exemplary embodiment 

of die system architecture of an online gaming system in accordance with the present 

invention; 

[0014] HG. 2 is an exemplary inter&ce for permitdng user to create an online 
gaming league; 

[0015] HG. 3 is a fimher exemplary inter&ce for permitting user to create an 
online gaming league; 

[0016] HG. 4 is an exemplary inter&ce for managing an online gaming league; 
[0017] HG. 5 is an exemplary intei&ce for creating online gaining tomnamenl; 
[0018] HG. 6 is an exemplary gaming intss&cc; and 

[0019] HG. 7 is an exemplary inter&ce of a game room in which users can join or 
watch online games. 

DETAH.Fn DESC RlPTIONr OF THE EXEMPLARY EMBODIMENTS 
[0020] There .will now be shown and described in connection with the attached 
drawing figures several exemplary embodiments of a system and method of providing 
access to and administering online gaming leagues and tournaments. 

-4- 
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[0021] In an exemplary embodiment, as shown in FIGS. 1 through 7, an online 
g amin g system 100 for playing online computer games generally comprises a league engine 
325 operative on a league administration server 320 for permitting users of the online 
gaming system 100 to create and manage an online gaming league, the league engine 325 
providing access to league infbmiation to members of the league; a game, engine 335 
operative on a game room server 330 for controlling play of the online games; and a 
tournament engine 345 operative on a tournament server 340 enabling league members to 
create and participate in online gaming tournaments, die tournament engine 345 
recording results of online games played by members and managing progress of the online 
gaming tournament. The tournament system preferably further comprises a ratings engine 
355 for ranking die skill level of league members by calculating a rating for each league 
member. 

[0022] According to an exemplary embodiment, a game room generally refers to 
the game appUcation tti^ered when a user of the online gaming system desires to play a 
particular online game. The game room preferably features a graphical inter&ce, as shown 
and described below in connection with FIG. 6, in order to &cilitate game play. A user 
can create a game room by selecting an online game type and entering certain customized 
infomiation about the game room, such as by way of example a game room name, game 
room descrq)tion, and whether the game room will host ladder ranking games. The user 
may also set whether the room will be a private room available to only league members or 
a public room open to all membeis of the online gaming system. The game room or table 
type determines how easy it is for other players to get to your table. There are preferably 
at least three table types: public, private, and protected. The host of the table chooses the 
table type. Public tables pr game rooms are available to all membm of the online ganmig 
system to join or watch. Protected tables or game rooms are only available to invited 
players, but any member of the online gaming system can watch. Private tables or game 
rooms are only available to invited playeis. » 

-5- 
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[0023] In an exemplary embodiment, game rooms pemiit users to engage in voice 
chat or traditional messaging. Players can either chat in a public chat area in which the 
chat may be seen by all users or playen can send a private message to a fellow player. To 
chat publicly, a user may utilize a chat area, as discussed below, in the game room to send 
the message. 

[0024] Game rooms are preferably loosely organized by skill leveL Exemplary skill 
levels lange fix)m beginner, intemiediate, and advanced. Sodal rooms are for players who 
prefer a more casual escpedence. Ladder rooms are for people who want to play on our 
ladder system. Users may choose to watch or play games in any leveL 

[0025] System Architecttare 

[0026] With reference to HG. 1, there is shown an exemplary embodiment of a 
online gaming system 100 op^ting in a client-server environment in accordance with the 
present invention. The client-server environment comprises a client-side 200 and a 
server-side 300. 

[0027] The online gaming system 100 generally comprises one or more servers 
programmed and equipped to process data received from a plurality of user computing 
devices 210. In Ae exemplairy embodiment shovm in FIG. 1, the online gaming system 
100 comprises a web server 310 for providing web pages to the viewers and players, a 
league administration server 320 for ^labling the creation and management of leagues 
(both private and public) for playing online games, a game roon^ server 330 for creating 
and monitoring/tracking game rooms and maintaining the gsme state, including tracking 
players in the room, what tables are opaa/closed and making the progress and results 
available to the systems and pkyers/viewers, and a tournament server 340 for providing 
tournament functionality. Hie online gaming system 100 may fbrther comprise a ratings 
server 350 for tracking the results of online games played by or between users and 
assigning ratings or rankings to the players. 
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[0028] It will be understood that each of die serven 310, 320, 330, 340, and 350 
of the server-side 300 of the online gaining system 100 are each communicatively 
connected via a local or wide area network 305 ("LAN" or ''WAN''). In torn, server-side 
300 of die online gaming system 100 is in commimicative coimection with die client-side 
5 200 via network 50. 

[0029] Each server is preferably coupled (e.g., via a TCP/IP socket) to an 
electronic storage device, such as league database 360, containing a database of relevant 
information. Such information may include player information (for each player (as 
identified by player ID): usemame, password, player ID, contact information, league(s) 

1 0 Ids, toumamoit Ids, play history, and other player specific information used in allowing 
and tracking user play), game information (for each game (as identified by g^e ID): type 
of game, playeis in game, progress of game, results and the like), tournament information 
(for each tournament (as identified by tournament ID): player creating the tournament, 
indication (e.g., flag) of whedier the toumament is open to only members of the creating 

IS player's leagtte(s), number of players, toumament schedule, games associated widi the 
toumament (as identified by game ID), type of game/toumament, players, results of 
games, results of tournament, and the like), league information (for each league (as 
identified by league ID): the players (as identified by ID) in the league, standings or ratings 
of die players, games/tournaments history and/or schedule and die like) and various otiier 

20 information apparent fiom the following description. For example, the online gaming 
system 100 may fiirtiier comprise league database 360, as shown in HG. 1, to store and 
manage the above-referenced information. As will be appreciated by those skilled in the 
art, sndi information may be stored in any number of related databases and/or tables. 

[0030] One skilled in the art will recognize that die user computing devices may 

25 be any type oif computer capable of transmitting and receiving data via network 50 to the 
server-side 300 of the .online gaming system 100. By vray of example, computing devices 
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210 may be a pasonal desktop, laptop, or tablet computer, a handheld computing device 
(e.g., a PDA or pocket pc), a mobile telephone, or blackberry to name a few. 
[0031] Operation of the On line dstrnin ^ System 
[0032] In connection with HGS. 2-10, they will shown arid described an 
exemplary embodiment of use interfeces through which one or more users may interact 
with the online gaming system 100 described herein. For illustrative purposes only, users 
of the online gaming system 100 wiU be referred to herein in two general categories: 
league adiriinisttators who are users desiring to create and administer a league for playing 
online games, and league participants or league members who are users who are members 
of one or more leagues created with the online gaming system 100. 

[0033] The online gaming system 100 enables league administrators to create 
leagues using available league managem^t tools made available to users via die league 
engine 325 operative on the league administration servers 320 of the online gaming system 
100 in combination with the web servers 310, which serve graphical inteifeces via 
network 50 to usos. The league engine 325 is preferably programming coded in any 
available programming language, such as Java, C++, Visual Basic, or the like, to provide 
the functionaHty describe herein. In general, the league engine 325 preferably enables 
league administrators to create and manage private or public games rooms, create and 
manage ladders and ratings of league members, create aiwi manage tournaments, and 
control playa access. Pmons of ^ will recognize that additional features can be 
programmed into the league engine 325 to enhance league creation and management. 

[0034] As shown in FIG. 2, a league administrator can start a league by accessing a 
new league user interfece 250 on the online gaming system 100 website via the user's 
computer device 210. According to an ocemplary ombodiment. the user can enter a 
league name and a league ud address through which users of the league can communicate, 
and a description of the league in input boxes 252, 254, 256. Further, as shown in FIG. 3, 
the league administrator creates a profile usin^ inteifece 250' inchiding a profile name 258, 
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an e-mail address 260 and decides whedier or not die league will be listed in a league 

directory using radio buttons 262, whedier the league will be open or restricted using 

radio buttons 264» and may place a message to league membeis using input box 266. As 

shown in FIG. 4, die online gaming system 100 provides after set-up of a league, a league 

homepage in which various settings applicable to the league may be set. As further shown 

in the user interface 280 of FIG. 4, a number of options may be linked to via the league 

homepage using toolbar intei&ce 282. An exemplary listing to the tools available to a 

league administrator is also shown in HG. 4. For example, messages may be transmitted 

to odier league members, various game rooms can be accessed via the league homepage, 

tournaments can be created and accessed, a tournament ladder may be viewed, league 

setting may be modified, a log of administrative actions may be viewed and information 

pertaining to die various mraobers of the league roay be accessed. The exemplary 

inter&ce 280 of FIG. 4 also preferably includes an information window 284 in which 

league information, such as the league description, upcoming tournaments, or game room 

information, may be shown. The exsmphiy inter&ce 280 of FIG. 4 also preferably 

includes, a membership information txx>Ibaf in which members can edit or view dieir 

membership information, view general information regarding league membership or 

change their subscription status. 

[0035] The online gaming system 100 also preferably enables league administrators 

to create tournaments in which several members of the league can particq^ate in a sdlected 

game. A tournament ^igine 345 operative on the tournament servers 340 of die onhne 

gaming system 100 provides die fimctionality to create and manage tournaments. 

According to an exemplary embodiment; the tournament engine 345 enables users to set 

tournament isames, select a particular game room at whidh the toumam^t will be played, 

describe the toumamrat, establish game settings* such as the allotted time per move, set 

the pairing system (described fnrdier below), set signnp date and times, set the number of 

participants, set the date and time tiiat the tonpiament starts, set the time per round, and 
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select whether the toumament wfll be private or open to public users. Persons of skill will 
recognize that additional features can be programmed into the toumament engine 345 to 
enhance toumament creation and operation. 

[0036] By way of example, FIG. 5 depicts an exemplary embodiment of an 
interfece 400, permitting a user to create a tournament. As shown in the user interfece 
400 of HG. 5, the league administrator can name die toumament using input box 402. 
the particular game room where the toumament is going to be played is selected 
beforehand as shown by reference numeral 404 using die league information window 284. 
The league administtator may also customize settings for die toumament games such as 
die time allowed to move using input box 406, die nature of die toumament (e.g.. 
whetiier die toumament is single eKmination, double elimination or some odier fonn of 
tournament stracture) using drop down menu 408, die date and time of die sign-up using 
selection boxes 410, die number of participants using selection boxes 412. die date and 
time of die start of die toumament using selection boxes 414, and die aUotted time for 
each round using selection boxes 416, as shown in HG. 5. Check box 418 penults die 
user to specify whedier die toumament will be private or public (le.. open to non-league 
members). 

[0037J The toumament engine 345 preferably enables at least two types of 
tournament pairing systems. In one exemplary embodiment, die toumament engine 345 
enables manual pairing? in which die league administcator manually assigns game pairings 
using a toumament structure inteifice. In anotiier exemplary embodiment, die 
touniament engine 345 automatically assigns pairings. The automatic pairing may be 
accomplished using a randomizer in which league participants are randomly paired, or 
pairing may be accomplished using die relative tanking or ratings of die league 
participants, or a combination of the two. 

[0038] As described above, the toumament engine 345 pemiits die league 
administrator to customize die lengdi of each round of a tournament Round intervals are 
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preferably considered complete when all of the scheduled games widim a round are 
completed or a preset tie for each roxmd has expired- In instances where games are 
unfinished by the allotted round interval time, winners may be chosen by selecting the 
user that used the least amount of time or by determining who was leading the game at 
the point time expired, as a matter of design choice. 

[0039] As discussed in general above, die tournament engine 345 monitors online 
games being played on the online gaming system 100 to record results and manage the 
tournament structure. The tournament engine 345 preferably provides mtdtiple types of 
toumament structures. 

[0040] In one exemplary toumament structure, the toumament engine 345 
provides automatic pairing and reporting of gaming residts, as describe above. For 
instance, in a single elimination tournament, all of die pairing and the wins/losses are 
automatically reported. If a user wins a game, the winner is automatically seeded to the 
next round to play the next opponent. If there are openings in the toumament brackets, 
certain players receive a *T>ye," meaning they have no game in that round. 

[0041] In another exemplary ^nbodiment, a toumament may be created wherein 
players are invited to participate in each round. According to tius exemplary 
embodiment, at the start of a new round, players are automatically invited to the proper 
game table with a message indicated the invite to the game table. By responding to die 
message, players will automatically be seated at die table with the scheduled opponent. 
Games played at the invited tables are preferably reported to die standings syst^n to enable - 
the toumament engine 345 to monitor progress of the tournament. Once a game is over; 
players may exit that game table and wait for a new table invite in the next round. 

[0042] Preferably, the toumament en^e 345 also tracks forfeits. Thus, if an 
opponent is a no-show or if the opponent &i]s to respond after a certain time, the 
toumament engine 345 will record a victory for the pkyer present at the game table. 

-11- 
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[0043] Based on the results of a totunament, the tournament engine 345 can 
award trophies that can be seen in the player's profile page. 
[0044] Otiltfie Game Generation and Play 

[0045] According to an exemplary embodiment^ a game client 215 is downloaded 
5 to die computing devices 210 of the users during registration of the user with the online 
gaming system 100. The game client 215, which as described above is preferably a 
relatively gmall software application such as an applet, enables the user*s computing device 
210 to communicate with the game engine 335 operative on the server-side 300 to enable 
play of selected online games. HG. 6 depicts and exemplary online game inter&ce 600 

10 generated by the game engine 335 and displayed on a display of the user*s computing 
device 210. In the exraiplary CTobodiment shovra in FIG. 6, the game interfitce 600 
preferably comprises a toolbar 610 for navigating game functions. For example, buttons 
may be provided to start and end games and to set certain game parameters. The game 
interfece 600 may also comprise a chat interfece 620 or an interfece for voice messaging 

15 625. Further, the game inter&ce 600 comprises a graphical display 630 of the game table 
— in the example shown in HG. 6 a pool table. 

[0046] As furdier shown in FIG. 7, a game room interfece 700 is provided 
wherein users can view ongoing or open inline games. A game table information window 
720 lists current game tables so diat users can determine whether there are any game tables 

20 that they can join or whethCT any games diat mig^t be interesting to view are being 

played. The game table information window also preferably depicts each players rating 
tising a color code. By way of example, this permits users to find evenly matched players 
to engage in a game or enables user to locate games against higihly rated players that may 
be of interest. The game room int^j&ce also pr^erably includes a toolbar 710 to enable a 

25 user to cfreate his/her own table or to initiate play* A chat inter&ce 730 is also preferably 

included. Further, a player-listing vwndow 740 lists all pkyers in the game room, along 

with their respective rating3 and game table location. 
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[0047] In operation, once a league and toumament are created, the system 100 
preferably marshals players within the league to the proper g^me room where selected 
online games may be played. The system 100 also preferably monitors the progress of all 
of the online games within each tx>nmament, tallies the results and determines the 
5 winner(s). The toumament server 340 and game room server 330 communicate during 
the process via a TCP/IP coimection, for example. In general, the toumament server 340 
determines that a game is to take place between certain players as part of the toumament 
and communicates the need to create the game to die game room server 330; die game 
room server 330 creates a game room, such as game interfece 600, for the particular 

10 players. In certain embodiments, die game room (or other) server generates a message and 
sends it to the appropriate users' computers 210 on which gsme client 215 software 
resides. In other embodiments, the game room server 330 creates game rooms 
dynamically, in response to a player request (e.g., cKcking a link or button). In such 
embodiments, the system 100 first determines whedier-.or not die request room is valid 

15 (e.g., by comparing player, level of service, type of game, tournament, league etc.). In the 
event the game room is valid, the game sexvet 330 creates the game, storing the 
parameters in the database arid generates the graphical display for the player(s), and the 
players are permitted to cormect to die game room. 

[0048] The game engine 335, and in an exemplary embodiment the game client 

20 215, provides the programming to drive game play. For example, vwth reference to FIG. 
6, the game engine -335 arid game client 215 receive user irqmts fix>m Ae user's computer 
210 indicating diat the cue stick 650 is moved to a certain location relative to die cue ball 
655 to aim the cue ball in a desired direction. The game ei^gine 335 upon receipt of such 
input data generates a graphical representation of the user input The game engine 335 

25 also tracks other attiibutes of the gaming environment such as, in the exam|le of FIG. 6, 
which pool baDs have been pocketed and by which player. 
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[0049] As discussed above, the online gaming system 100 may also comprise a 
ratings server 350 operable with a ratings engine 355 to rate and rank users according to 
certain criteria. 

[0050] In one exemplary embodiment, the ratings engine 355 ranks league 

members at least based in part on the result of the online game and the difierence between 

the rating for each league member participating in the online game. In another exemplary 

embodiment, the ratings engine 355 rates players according to known and published game 

ratings standards, such as the ratmgs systems of die Chess Federation (USCF) or the 

First Internet Backgammon Server (FEBS) to name a few. 

[0051] In yet another alternate embodiment, the ratings engine 355 ranks league 

members according to a ladder system. In such embodiments, the ratings engine 355 

ranks players according to rungs on a ladder. In other words, if there are ten ladder rungs, 

the higher the rung the more wins a player has against competition. Thus, winning an 

online game against a higher ranked league member causes the player to move up a rung, 

and losing an online game against a lower league member causes the player to move down 

a rung. In one form of the ladder ratings syst^n, members must defead their rung by 

playing Iowa ranked league members at least a preset ntunber of times in a given time 

period. Further, in another form of the ladder ratings system, if a lower ranked player 

wins an online game against a higher ranked player, the lower ranked player moves up half 

the number of rungs between the rung of the lower ranked player and the rung of die 

higher ranked player, and the higher ranked player moves down at least one rung. Thus, 

if the lower player is ranked 30 of 100 and die higjier player is ranked 10 of 100, the 

lower player will be moved up 10 rungs (1/2 of 30 minus 10) to rung 20 and dxe higher 

ranked player will be moved down to rung 11. The player formally at rung 11 is 

automatically moved up to rung 10 to take the other player's place. 

[0052] While the invention has been described in connection widi exeiiq>lary 

embodiments, it will be understood that mocjifications diereof within the principles 
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1 CLAIMS 

2 WHAT IS CLAIMED IS: 

1 1 . An tournament system for playing online computer games, the tournament 

2 system comprising: 

3 a league engine for permitting users of an online gaming system to create 

4 and manage an online gaming league, the league engine providing access to league 

5 information to members of the league; 

6 a game engine for controlling play of the online games; and 

7 a tournament engine enabling league members to create and participate in 

8 online gaming tournaments, the tournament engine recording results of online games 

9 played by members and managing progress of the online gaming tournament. 

1 2. The tournament system of claim 1 , further comprising a ratings engine for 

2 ran k i n g the skill level of league members by calculating a rating for each league member. 

1 3. The tournament system of claim 2, wherein the ratings engine ranks 

2 league members at least based in part on the result of the online game and the difference 

3 between the rating for each league member participating in the online game. 

1 4. ^ The toumarnent system of claim 2y wherein the ratings engine ranks 

2 league members according to a ladder system in. which league members are ranked 

3 according to rungs on a ladd^ and wherein winning an online game against a higher 

4 ranked league member move up a rung, and league members losing an online game 

5 against a lower league memb^ move down a rung* 

1 5. The tournament system of claim 4 wherein league members must defend 

2 their rung by playing lower ranked league members at least a preset number of times in a 

3 given time period. 

-16- 

SSUXXSl 1318327V1 



wo 03/088161 



PCTAJS03/10481 



1 6. ITie tournament system of claim 4, wherein if a lower ranked player wins 

2 an online game against a higher ranked player, the lower ranked player moves up half the 

3 nmnber of rungs between the rung of the lower ranked player and the rung of the higher 

4 ranked player, and the higher ranked player moves down at least one rung. 

1 7. The tournament server of claim 1 , wherein the league engiae provides a 

2 plurality of league management tools. 

1 8. The touroament server of claim 7, v^erein the league management tools 

2 include a private game room creation tooL 

1 9. The tournament server of claim 7, wherein the league management tools 

2 include a ratings management tooL 

1 10. The tournament server of claim 1 , Miierein the tournament engine enables 

2 creation of a tournament having a single elinunation format 

1 11. The tournament server of claim 1, wherein the tournament engine enables 

2 creating of a tournament having a double elimination format 

1 12. The tournament server of claim 1 , wherein tournament pairings are 

2 automatically assigned by the tournament engine. 

1 13. The tournament server of claim 1, wherein tournament pairings are 

2 automatically assigned by the league member designated as a league administrator. 

1 14. Amethodof adniinistering an oiiline gaming tournament in wM 

2 plurality of users access an online gaming system via a network: the method cnm pri Qing ? 

3 providing access to a gaming environment via a communications networic, 

4 wherein the gaming environment comprises a plurality of user created game rooms for 

5 playing selected online games, the orilinegan^^q^^^ 
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6 user interface to enable game play; 

7 enabling a user of the online gaming system to create a league in which at 

8 least a portion of said plurality of users are members of the league; and 

9 enabling members of the league to create an online gaming tournament in 

1 0 which members play a selected online game against one another in a tournament format, 

1 1 the members of the league customizing the tournament format as desired. 

1 15. The method of claim 1 4 further comprising recording results of the online 

2 games played during the online gaming tournament so as to manage flie advance of 

3 winning players through the tournament format. 

1 16. The method of claim 1 4 further comprising rating players based on the 

2 result of games played during the online gaming tournament. 

1 17. The method of claim 16 wherein players are rated at least based in part on 

2 a difference in arating for each respective player participating in the online gamel 

1 18. The method of claim 14 wherein players are ranked according to a ladder 

2 system in which players are ranked according to rungs on a ladder and \;vherein winning 

3 an online game against a higher ranked player causes the player to move \tp a rung, and 

4 players losing an online gaine against a lower ranked player causes the losing player to 

5 move down a rung. 

1 .19* method of claim 1 8 wherein players must defend thdr rung by 

2 playing lower ranked players at least a preset number of times in a giv^ time period. 

1 20. The method of claim 1 8 n^erein if a lower ranked player wing an nnline 

2 ^me against a higjier ranked player, the lower ranked player moves vp half the ninnber 

3 of rungs between the rung of the lower ranked player and the rung of the higher ranked 

4 player^ and the higher ranked player moves dpwn at least one rung. 
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